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ABSTRACT	
 ﾠ
THE	
 ﾠINFLUENCE	
 ﾠOF	
 ﾠEXERGAMING	
 ﾠON	
 ﾠTHE	
 ﾠPHYSICAL	
 ﾠFITNESS;	
 ﾠATTITUDE	
 ﾠTOWARDS	
 ﾠPHYSICAL	
 ﾠ
ACTIVITY;	
 ﾠAND	
 ﾠSELF-ﾭ‐CONCEPT	
 ﾠIN	
 ﾠOVERWEIGHT	
 ﾠAND	
 ﾠOBESE	
 ﾠCHILDREN	
 ﾠ
The	
 ﾠrapidly	
 ﾠgrowing	
 ﾠrate	
 ﾠof	
 ﾠchildhood	
 ﾠobesity	
 ﾠmakes	
 ﾠit	
 ﾠimperative	
 ﾠto	
 ﾠdevelop	
 ﾠan	
 ﾠeffective	
 ﾠ
intervention	
 ﾠprogram	
 ﾠfor	
 ﾠobese	
 ﾠchildren.	
 ﾠThis	
 ﾠstud	
 ﾠy	
 ﾠwas	
 ﾠan	
 ﾠattempt	
 ﾠto	
 ﾠanswer	
 ﾠthe	
 ﾠquestion	
 ﾠas	
 ﾠto	
 ﾠ
whether	
 ﾠexergaming	
 ﾠcan	
 ﾠdrive	
 ﾠoverweight	
 ﾠand	
 ﾠobese	
 ﾠchildren	
 ﾠtowards	
 ﾠadopting	
 ﾠa	
 ﾠhealthier	
 ﾠ
lifestyle,	
 ﾠbecoming	
 ﾠmore	
 ﾠphysically	
 ﾠactive	
 ﾠfor	
 ﾠlife	
 ﾠand	
 ﾠimproving	
 ﾠtheir	
 ﾠself-ﾭ‐concept.	
 ﾠThe	
 ﾠstudy	
 ﾠ
consisted	
 ﾠof	
 ﾠa	
 ﾠ6-ﾭ‐week	
 ﾠintervention	
 ﾠon	
 ﾠthe	
 ﾠNintendo	
 ﾠWii.	
 ﾠParticipants	
 ﾠwere	
 ﾠaged	
 ﾠbetween	
 ﾠ9-ﾭ‐12	
 ﾠ
years	
 ﾠold.	
 ﾠSubjects	
 ﾠwere	
 ﾠassigned	
 ﾠto	
 ﾠthee	
 ﾠgroups	
 ﾠaccording	
 ﾠto	
 ﾠlocation:	
 ﾠexperimental	
 ﾠgroup	
 ﾠ
(n=11),	
 ﾠcontrol	
 ﾠgroup	
 ﾠA	
 ﾠ(n=10)	
 ﾠand	
 ﾠcontrol	
 ﾠgroup	
 ﾠB	
 ﾠ(n=10).	
 ﾠThe	
 ﾠexperimental	
 ﾠgroup	
 ﾠparticipated	
 ﾠ
in	
 ﾠthe	
 ﾠexergaming	
 ﾠintervention	
 ﾠprogram,	
 ﾠcontrol	
 ﾠgroup	
 ﾠA	
 ﾠhad	
 ﾠaccess	
 ﾠto	
 ﾠtraditional	
 ﾠvideo	
 ﾠgames	
 ﾠ
and	
 ﾠcontrol	
 ﾠgroup	
 ﾠB	
 ﾠcontinued	
 ﾠwith	
 ﾠtheir	
 ﾠeveryday	
 ﾠlife	
 ﾠactivities	
 ﾠwith	
 ﾠno	
 ﾠintervention.	
 ﾠHealthrelated-ﾭ‐	
 ﾠ
and	
 ﾠfunctional-ﾭ‐	
 ﾠfitness	
 ﾠprotocols	
 ﾠwere	
 ﾠused	
 ﾠto	
 ﾠassess	
 ﾠthe	
 ﾠphysical	
 ﾠfitness	
 ﾠof	
 ﾠthe	
 ﾠsubjects.	
 ﾠ
The	
 ﾠCratty	
 ﾠSelf-ﾭ‐concept	
 ﾠquestionnaire	
 ﾠdetermined	
 ﾠself-ﾭ‐concept	
 ﾠamongst	
 ﾠsubjects	
 ﾠand	
 ﾠa	
 ﾠclosedended	
 ﾠ
interview	
 ﾠwas	
 ﾠconducted	
 ﾠto	
 ﾠconclude	
 ﾠchanges	
 ﾠin	
 ﾠattitude	
 ﾠtowards	
 ﾠphysical	
 ﾠactivity.	
 ﾠ
Statistical	
 ﾠcalculations	
 ﾠrevealed	
 ﾠthat	
 ﾠthe	
 ﾠexperimental	
 ﾠgroup	
 ﾠshowed	
 ﾠsignificant	
 ﾠimprovement	
 ﾠin	
 ﾠ
their	
 ﾠlevel	
 ﾠof	
 ﾠfunctional	
 ﾠfitness	
 ﾠ(p<0.05).	
 ﾠCoordination,	
 ﾠreaction	
 ﾠtime,	
 ﾠspeed	
 ﾠand	
 ﾠagility	
 ﾠincreased	
 ﾠ
by	
 ﾠmagnitudes	
 ﾠof	
 ﾠ28%,	
 ﾠ94%	
 ﾠand	
 ﾠ37%	
 ﾠrespectively.	
 ﾠReductions	
 ﾠin	
 ﾠresting-ﾭ‐	
 ﾠblood	
 ﾠpressure	
 ﾠand	
 ﾠ
heart	
 ﾠrate	
 ﾠmean	
 ﾠscores	
 ﾠwere	
 ﾠobserved.	
 ﾠBoth	
 ﾠthe	
 ﾠcontrol	
 ﾠgroups	
 ﾠdisplayed	
 ﾠmarginal	
 ﾠincreases	
 ﾠin	
 ﾠ
their	
 ﾠoverall	
 ﾠlevel	
 ﾠof	
 ﾠfitness	
 ﾠthat	
 ﾠwere	
 ﾠnot	
 ﾠsignificant.	
 ﾠNo	
 ﾠchanges	
 ﾠwere	
 ﾠobserved	
 ﾠand	
 ﾠrecorded	
 ﾠ
for	
 ﾠself-ﾭ‐	
 ﾠconcept	
 ﾠand	
 ﾠattitude	
 ﾠtowards	
 ﾠphysical	
 ﾠactivity	
 ﾠacross	
 ﾠthe	
 ﾠboard.	
 ﾠThese	
 ﾠresults	
 ﾠsupport	
 ﾠthe	
 ﾠ
concept	
 ﾠthat	
 ﾠexergaming	
 ﾠcan	
 ﾠbe	
 ﾠused	
 ﾠas	
 ﾠan	
 ﾠalternative	
 ﾠmeans	
 ﾠto	
 ﾠimprove	
 ﾠthe	
 ﾠlevel	
 ﾠof	
 ﾠfunctional	
 ﾠ
fitness	
 ﾠas	
 ﾠwell	
 ﾠas	
 ﾠpromoting	
 ﾠphysical	
 ﾠactivity	
 ﾠin	
 ﾠchildren.	
 ﾠ
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